Opportunity/Complication 
Aid/Hinder an Ally: ADV/DIS 


Collect Yourself: +/-1 Focus 
Critically Hit: Change a hit to a Crit 
Narrative Outcome 


Conditions 

Afflicted: x damage end of each round 
Determined: add opportunity to failed test 
Disoriented: no rxn, senses obscured, 
sense tests DIS 

Empowered: ADV all tests, Invest to full 
start of turn 

Enhanced: +X to Attribute. Doesn't affect 
defenses/resources 

Exhausted: -X to all tests. Long rest 
removes 1 

Focused: -1 focus costs 

Immobilized: move = 0. Can’t be moved 
Prone: Slowed, Melee vs you have ADV. 
Can brace w/o cover. 5ft move to stand 
Restrained: move = 0. DIS to all tests but 
escaping 

Slowed: 1⁄2 movement 

Stunned: on turn gain -2 actions, no rxn 
Surprised: no rxn, -1 action, must take slow 
turn 

Unconcious: Prone, Move = 0, no rxn. Can 
choose to regain 1 hp end of turn. 


Conversation 

Influence a person: test vs Spiritual or 
Cognitive Def. might resist by spending 
focus 

Help or Hinder efforts: ADV or DIS 
Bolster an Ally: Help ally recover focus 
Gather Information: might skill test to gain 
knowledge 

Inject Flavor: 

Resist: reasonably persuasive = 2 focus. 
Extremely strong argument = 4 focus. 


Actions 

Brace: Shield or Cover - Atks @ you have 
DIS 

Disengage > move 5 feet. Doesn't trigger 
Reactive Strike 

Gain ADV > make test to gain ADV on 
next, different test vs them. 

Interact > can use more than once 

Move »* can use more than once 

Strike > can use once/weapon. Offhand 
costs 2 focus 

Use a Skill > 

Grapple >» Athletics vs. Phys Def. to 
Restrain 

Ready »>* Prep for a trigger. Must spend > 
on trigger as well 

Recover >» Roll recovery Die - 
once/scene 

Shove >» Athletics vs Phys Def. move 
target 5 ft. 

Banter > 

Drop > 


Reactions 

Aid: 7 focus, grant ally ADV after test made. 
Avoid Danger: Agility Test to avoid danger. 
DC = test or 15 

Dodge: 7 focus, DIS to an Atk test @ you 
Reactive Strike: 7 focus, attack enemy 
leaving melee range 


Resting 
Short Rest: 1 hour+ 


Recover: Roll recovery die, restore that 
much hp/focus or do something else: 
Tend to Others: add Medicine to other 
recovery roll 

Forage: Use Survival for Resources 
Other: No rest benefit. 


Injury Roll: 
whenever injured/brought to Ohp. 


D20 + Deflect Value of Armor -5 per injury you already have. 


INJURY DURATION 
Injury Roll Duration 
-6éorlower Death. The character dies (see “Death”). 


-5tod Permanent Injury. The character suffers a 
permanent injury. 


1toS Vicious Injury. The character suffers a temporary 


injury with a duration of 6d6 days. 
6to15 Shallow Injury. The character suffers a temporary 
injury with a duration of 1d6 days. 
16+ Flesh Wound. The character suffers a temporary 
injury for the remainder of the day. 


Attribute Effects 


INJURY EFFECTS 
d8 Effect Narrative Suggestions 
1-2 Exhausted (-1) Any injury that lowers your 
overall stamina. 
3 Exhausted (-2) Any injury that lowers your 
overall stamina. 
4-5 Slowed Injured leg or foot, or any injury 
that lowers your overall speed. 
6 Disoriented Injured head, or widespread injury 
that overwhelms your senses. 
7 Surprised Overwhelmed due to the shock 
of an injury. 
8 Canonlyuseone Injured armor hand, or any 
hand injury that lowers your overall 
coordination. 


[| srenat [poea] monoa [Winer [awareness [Preston 
Tuncay ow [sve [Rec | obscura sone | Comers 
a hoon for fo [wa [se iy 


SPHERE VALUES 
Gemstone Chip Mark Broam 
Diamond 0.2 1 4 
Garnet, heliodor, topaz 1 5 20 
Ruby, smokestone, zircon 2 10 40 
Amethyst, sapphire 5 25 100 


Emerald 10 50 200 


THRILL BERSERKER 
Tier 1 Rival - Medium Humanoid 


PHYSICAL CoGnirive SPIRITUAL 
STR SPD INT WIL AWA 
2 2 1 3 2 
Health: 22 (18-26) 


Deflect: 2 (breastplate) 

Movement: 25 ft. 

Senses: 10 ft. (sight) 

Physical Skills: Athletics +4, Heavy Weapons +4, Light 
Weapons +4 

Cognitive Skills: Intimidation +5 

Spiritual Skills: Leadership +3, Perception +4 

Languages: defined by culture 


Focus: 5 Investiture: O 


TRAITS 


Infectious Thrill. If an enemy rolls a 3% when attacking the 
Thrill berserker, the enemy gains a +3 bonus to their d20 roll. 
Regardless of whether the attack hits or misses the Thrill 
berserker, if there are any other creatures within 5 feet of the 
Thrill berserker, the enemy must choose one. That chosen 


SWARM OF CREMLINGS 
Tier 1 Rival - Medium Swarm 


PHYSICAL CocGnitive SPIRITUAL 
STR SPO INT WIL AWA 
1 4 1 2 2 
Health: 22 (17-27) Focus: 4 Investiture: O 


Movement: 30 ft. 
Senses: 10 ft. (sight) 
Immunities: Immobilized, Prone, Restrained, Stunned 
Physical Skills: Agility +6 
Languages: none 
TRAITS 


Swarm. The swarm is comprised of many creatures, and it 
can move through the space occupied by other characters or 
through openings large enough for a Small cremling as long as 
it ends its movement fully on the other side of the character 
or obstacle. The swarm can’t regain health. 


Varying Species. The swarm has a 25% chance of containing 
a poisonous species of cremling. If it does, the swarm’s Bite 
attack deals an extra 1d4 vital damage from poison. 


ACTIONS 


> Bite. Attack +6, reach 5 ft., one target. Graze: 5 (244) 
keen damage, or 2 (144) keen damage if the swarm has half 
its health or less. Hit: 10 (4d4) keen damage, or 5 (2d4) 
keen damage if the swarm has half its health or less. 


bP Screech (Costs 2 Focus). The swarm emits an ear- 
piecing cacophony of screeching and clicking. Each character 
within 10 feet of the swarm must succeed ona DC 14 
Discipline test or take 5 (2d4) vital damage and become 
Disoriented until the end of their next turn. Cremlings 

and characters who can’t hear automatically succeed 

on this test. 


creature is also grazed by the same attack. (The attacking 
character does not spend focus to make this graze.) 


ACTIONS 


> Strike: Longsword. Attack +4, reach 5 ft., one target. 
Graze: 4 (1d8) keen damage. Hit: 8 (1d8 + 4) keen damage, 
and if the target is Prone, they take an extra 4 (1d8) damage. 
> Strike: Knife. Attack +4, range 20/60 ft., one target. 
Graze: 3 (1d2) keen damage. Hit: 6 (144 + 4) keen damage. 
> Shield Bash (Costs 1 Focus). The Thrill berserker makes 
an Athletics test against the target’s Physical defense, 
knocking them Prone ona success. 

> Berserker Rage (Costs 2 Focus). The Thrill surges within 
the berserker. Their next Strike targets each character 
(including allies) within 5 feet of them and deals an additional 
4 damage ona hit. 


REACTIONS 
D Lash Out (Costs 1 Focus). After the Thrill berserker is 


attacked by an enemy within 5 feet of them, the captain 
deals 4 (1d8) keen damage to the attacker. 


WarrorM SINGER 
Tier 1 Rival - Medium Humanoid 
CoGnirive 


PHysicat SPIRITUAL 


STR | DEF | SPD INT WIL AWA 
3 14 1 1 2 z 


Health: 24 (20-28) Focus: 5 Investiture: O 


Deflect: 2 (carapace) 

Movement: 25 ft. 

Senses: 10 ft. (sight) 

Physical Skills: Athletics +5, Heavy Weapons +4, 
Light Weapons +3 

Cognitive Skills: Discipline +5, Intimidation +4 

Spiritual Skills: Leadership +4, Perception +4 

Languages: defined by culture 


TRAITS 


External Carapace. The warform can use their carapace 

like a shield, allowing them to use the Brace action as if they 
were in cover. 

Martial Experience. The warform can use two Strike actions 
on their turn, instead of just one. 


ACTIONS 


> Strike: Axe. Attack +4, reach 5 ft., one target. The 

warform can jump up to 10 feet before or after making 

this attack. Graze: 4 (1d8) keen damage. Hit: 8 (1d8 + 4) 

keen damage. 

> Strike: Shortbow. Attack +3, range 100 ft., one target. 

Graze: 3 (1d6) keen damage. Hit: 6 (1d6 + 3) keen damage. 
REACTIONS 


‘> Warpair Coordination (Costs 1 Focus). After another 


warform within 5 feet of this warform takes the Move action, 
this warform moves up to their movement rate, ending their 
movement within 5 feet of the other warform. 


SPEAR INFANTRY 
Tier 1 Minion - Medium Humanoid 


PHYSICAL Coanitive SPIRITUAL 
STR DEF | SPO INT DEF 
2 14 2 1 12 
Health: 14 (11-17) 


Deflect: 2 (chain armor) 

Movement: 25 ft. 

Senses: 10 ft. (sight) 

Physical Skills: Athletics +4, Heavy Weapons +4, Light 
Weapons +4 

Cognitive Skills: Discipline +2, Intimidation +3 

Spiritual Skills: Perception +4 

Languages: defined by culture 


Focus: 3 Investiture: O 


TRAITS 


Minion. The spear infantry’s attacks can't critically hit, 

and they are immediately defeated when they suffer 

an injury. 

Martial Drill. At the start of each scene, if the spear infantry 
has their shield and is not surprised, they gain the benefits of 
the brace action until the start of their first turn. 


Military Tactics. Once per round, the spear infantry can 
spend an additional 1 focus to use the Aid or Reactive Strike 
reaction without using their ©. 


ACTIONS 


> Strike: Shortspear. Attack +4, reach 5 ft., one target. 
Graze: 4 (1d6) keen damage. Hit: 6 (1d6 + 2) keen damage, 
and if the target is Prone, they take an extra 2 (1d4) 

keen damage. 

> Strike: Shortbow. Attack +3, range 100 ft., one target. 
Graze: 3 (1d6) keen damage. Hit: 4 (1d6 + 1) keen damage. 
> Shield Bash. The spear infantry makes an Athletics test 
against the target’s Physical defense, knocking them Prone 
on a success. 


NIMBLEFORM SINGER 
Tier 1 Rival- Medium Humanoid 
PHYSICAL CoGniTIvE SPIRITUAL 
STR | DEF | SPO INT WiL AWA 

igs fete TE 
Health: 20 (15-25) 
Movement: 30 ft. 
Senses: 20 ft. (sight) 
Physical Skills: Agility +5, Light Weapons +5, Stealth +4 
Cognitive Skills: Crafting +4, Deduction +5, Lore +4 


Spiritual Skills: Perception +5, Survival +5 
Languages: defined by culture 


Focus: 4 Investiture: O 


TRAITS 


Deadly Speed. At the start of each scene, if the nimbleform 
singer is not Surprised, they can take a fast turn before 

any other characters. (This does not count as their turn 

this round.) 


Keen Senses. When the nimbleform singer makes a Per- 
ception test, they can spend 1 focus to gain an advantage. 


ACTIONS 


> Strike: Mace. Attack +5, reach 5 ft., one target. Graze: 
4 (1d8) impact damage. Hit: 9 (1d8 + 5) impact damage. 
> Strike: Shortbow. Attack +5, range 80/320 ft., one 
target. Graze: 3 (1d6) keen damage. Hit: 8 (1d6 + 5) 
keen damage. 


b> Chosen Target (Costs 2 Focus). The nimbleform singer 
chooses an enemy they can sense within 120 feet of them. 
For 1 hour, when the nimbleform hits their chosen enemy 
with a weapon attack, they deal an extra 3 (1d6) damage. 
In addition, the nimbleform singer gains an advantage on 
Survival tests to track that enemy. 


